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zf \y _-^;{,igiia>r'- Aiiiffl«:rS]*> -y-c^m^n '} 

^ a - 7^ -f > i^y- A^g. 

— r-^>yy-A*ig. 
tutatie«)^^#i2«. 

^?:tf ^ci^^asti-r-si-'^x-T--^ >yy-Aiig. so 

Cif^4] if5j5:51~3©t,i-rn*'K:*ji,i-c, 
C t (c J: 9 KJi3E«4 S C <!: i -r S :x - f- -f 

mtmmwm.mm jp. rgi^-r «>fffiaffi^®^&^©* 

[if*ii6 ] 1 ~5©t,^-rn*Hc*5t<=i-c, 
Butasw^^^stc J: -c^-r ^H5iaai^©«w©^ 
^^■^^©Ha*^^ s c i i-r€>s^*-7--y>y 
y-A^g„ 

[f«*Ji7 ] rnm^ 1 - 6©t,>f n*iK:*ii,5-c. 
af^©:?'u-+©^n^n{c*ftt;$-tf-r. Busey-Ais 

ffi^^Sdo. f9iay-Aii®5:ifi^ew. ^tT* 

U-i'StCB5ialfiii(©SB<j4^*^.5>C<i:«:J;i9. IS?^ 

7-1 — •\'icj:i>mm^^f'ict^nmt-my^-7--i so 
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>yy-Aigg. 
[^i;^©i¥»i^j:l$iBj] 

[0 00 n 

r*fe<]«rff ^ * - ^ ^ > yy- a^hkubt s , 

[0 00 2] 

ifcWO. TVBiM^;5;i";->iiiH±{ciiftu/c3n5S 

e<j^ifl'5->:>.--f--* >yy-A^g*s^«E>nri,»s„ c 
©J; ^><ii/*-7--f >yy-A$ggt?», f#*!at*^M^c 
s«3sss©«e<)*^ffl.«s nr *i 9 . nfcsm 
A4ffi^-ci,>-rn*>©seq*^-5c<!:(cj:o> 

^(C^Co-Cl^^, htcifi':,X. »IK©7'u-1'-cc©<J: 
^/ii^a-f-^ >yy-A4tfia:^i. «:/U-if'»S 

[0 00 3] 

7- -t >yy-A3gg«, «e^©ffiBi^«j< jtat^s:^^ s 

^*5iDtc< <i(i:^^> y-A©Ha^5^(c^tt-SC<!;K: 
[0 00 4] l|i|©S^e«J-Clo©^B<]b*^i^^- 

{CS^i^:y-AJ&«t(!SEL/CC < *>o/c. 

[0 00 5] 3t:^B^«, C ©i ^ rj:!^^l,cmi^Xtj::Stifc 

4>©-c*>o> ^©Bsg«ffia<3!>>o> ^^i:^cm^A:y- 
A4fli^-rsc i^t-ctse^a— r-Y >yy-AS^S4 

[0 00 6] 

[ssi*)ps^-r ■2.fc»b©#®] BusaBW*»(S-rsfc«5 

n/ctie^fci^i-trwa^j^tf ^ -7^ -/ > yy- A$ig 

mriey-ASiMtcrsi^^-orWW^rtf ^^f^gpi. Btriaflsi 

ft^«#e(c i -^r B-igey- AiBffiiicsa^stifcfiiia 

lt^©saq©-eia-en(c>pt bT^* uri^ -s^^s*^**"] 
s-r-5^^*w^^is:<!:. B5fBasi©«e<»*iB«ia 

y-AiiiS±-cm!&r ») *-:>/cJS^{c«milsaif'pa5© 1 0 
©filf^ ic <fc 0 frtais^©«fl<j(c*f ^*®ii«:ff ^ J; 

[000 7] is^2 ©ife?§». §mm i ic*jt»-c. m 



C3) 

3 

[0008] ©ieHj«, Wjj?]! 1 , 2(Di»-rn 

mit-ri>. 10 
[0009] 19^4 cDifgaji*. m^m 1 ~ 3 ©i<>m 

[0010] 11^115 o#6Hj«, imm 1 '-4<Dc»-rn 

i^Flti-rS. 20 

[0 0 1 n ii*«6©^Hjtt. if*si ~5©i,>-rn 
[0 0 1 2 ] ii*]i7©^ia«. 3t*si~6©i,^-rn 

fcio. as;>^u— ^^cJ:ss•^w*^f5ci4«Fi^<b•^■ 
[0013] 30 

v—\'imi'!^^^mi'^ri> c tec j; o cnea^cD^s^j 
«:*tLt:s*e!]*tT-:>rt,iS. ^e«j*!s:i,^{cs 

tfto'n^. Lfc*i-5-r. «i^©«fl<)*!mft'p^-3fcti^ 

■c 4> c n e.a?^©«fl«](cpjB#(ci^w*^cti $ -tf s c t , 

i©^©ffe(c. fife*)^-ofcffiBc©^e*j{cgi8#{c^iti-r.5 

y-A©>'N-"jx-'>3>-^y-A©iti/ 

*s-c*> ii:>stcjBi;f#*©^*i^i;'^'-r<-rs 

[0014] */c, ig*J®2©#fe?«CCj;n{3;. #^fl<)S 
tf^CiAl-C&S. 50 
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[0015] */c. ii*^3©^B^ccj:ntf. 

S5tlii{4*^0, -y-Aiiffl±-cltlS©^W*i«/j:«3 
^^i^. ®5tlBe©;gl,^Se«J*siiraS^Bti{cfig^SJ: 

^icmm<Dmm^^mt>ti^. eto-c. «s^)©ft/j:»3 

^^iii)^©S:^©tt:&tcj:i5. y-ACiHW^. y-A 
jt^mcii S C «!: oltg ttj:i. 

[0016] $/c« W5}a54©iewcj:ntf. 

[0017] t.tc. ift*3I5©^H^(cJ:*i«, SSe^j© 

?¥tt-r-SJa^(c«. ^-c©^itft!^^*sfij^ce^-Y 5>y 
[0 0 1 8 ] sfc. ii;}5]«6©^H^(cj:ntf. #«e«)© 
u— y't*f^^«:^nfcSfi^©iliSl;*?!S-r Si£>s*5^ D 

-2)/ci6. 5 6K:y-A*Ktt-^4>©i-r.SCi*t-C#> 

y- Art §{c^{b*J#fc-t+ -5. c i ^ .s . 
[0 0 19] sfc. f»*ii7©^?^tc<i:n«. ffi^©7" 
u - + fc*f It; u t:iief)ia5t *j J: i:j^^^*«5£*stf to<T,-r 

-A?rjltfSlf^C<!;*5-c^S. Lfc*S-^-C. S^'U- 
+»ffe©:?" U— V©f#.HSt^yS^4#lit«: A*TCS4W4tf 

J&:M*4> JJDift L y- A ^fSm-r -2. C i *5-C t C i 

y-A©Me3=&Jfrc<b*s-C*.S, 
[0020] 

[0 02 1 ] laicci*. 2f:»?g©i^*— T-^ >yy-A 
^>i^y-A$^g«, 114 (A) {c^i^-rj;^ — 3©y- 

AlifflS 2 a*-o{C:9'S!lL/, S^SHx -J r 2 0 0 - 
1> 2 0 0 -2(CS-7"U--t'©'>a-7^^ >yffly-A 
iinE?&^ii^-r.5)CiKi!3. 2 A©::^U-+'*iS:t>ic5S 
t»^t^^C3!)5«E.y-A*^OtfC 5 J: ^(CfiJ^S 

- A jitf «za«:m«£*^ 6 y- A «r?f ^5 C <!: <!: i& (3 . tl^ 

t<otP\iiz>^ ti.^r, tc'CMmtsmm t y- ASiWfcs* 
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[0 0 2 2] mmmitc^i^x. mn^i^c^-v' 
^mm^t. y*u-^At}mtLxmm-r^>2m(Dmi 0 

-1. 1 0 -2 BuiB&i^l 0 - 1 . io-2(Dmm 
^[63*tftai-r-5 2M(D-fe>1^l 4- 1. 14-2i. y 

[0 02 3] ll2CCt3:. mmi<Diy:x-r' ^ >yy-A 
>yy-Ag|BC0>'>«?t^>y 1 0 OF^itCtS. «7ngP5 2 

[0 024] ^/c. 1 0 2 ^^^l^'ca:^^i^B5 2 

aiJ^fflfJ^C. 2ffl(D^10-l. 1 0 - 27&^^C:fe>n 

Tc>^o -en-encDici 0 - 1 . 10-2^*^:^1^. 

^10-1. I 0-2(iCmi^tlfcm^^l 2- I, 1 20 
2-2^5l< Ci^J:^. fSMff^rxm^^mmr^Ct 

i)^X^^. ^fc. cne2o<D^l 0 - 1 , 10-20 

9 2 i7&5^t:f6nrii^o U'^;l'S:^;^>f -i/^Q 0 53:. 
u-^^u 1 '^u^;b4©4'3t>^63llR'^€)J:^Cc:^o'CCi 

[0 0 2 5 ] ^eCC. /N»^>^>y 1 0 OCDfuffifflfJCC^Jri 

>s:An 1 0 4^^mi^tix:h^i.^'rti^^(Dy'iy-^ 30 

90. 9 2;i^^}¥Tan/ci#^c^^^c-7;l/^:7-U--i-M 

[0 0 2 6 ] i/c. a HC^-r y-ASgLgp 2 Oti. S 
WI9:^SP2 2 <h . 1; Tg:^SR2 Si. ^^1 

0-1, 1 0-2W:*f|£;U/c2ffi(O^?«fl[SvSStgP2 8 
-1. 2 8-2. ^c|3flSg|52 4 - 1 . 2 4-2*5J:0' 

^it^ep3 0-i. 3o-2^^^^r^;^S5n^. 

[0 02 7] SWia:^g|52 2 5i. #(D>'-U-i-CC>f^jS5 40 
xyT2 0 0-l, 2 0 0 -2<Dy-Ailffi±CCtUia$ 

[0 0 2 8 ] ll|3tC5*. t^'U-^i-iSSKJiOlSitieg^C 

[ 0 0 2 9 } */c. JISSe?il(DSW«»SP2 2 ffi5tJ« 50 
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{4^^gB2 2 a^^^'r1S^^n^o C<Dffi5tlIII(4l9:^ 

[0 03 0] sm*xyTS:^iP2 6 5i. y-^Aiijffi 
na:^*r^. ^jSfe^r^i. 04 (b) tc^-Tcfc^^c. ^ 

Sfl^jA. B. CCD##t}3xUTA' . B' . C ^S:^ 

ci:^CcSWAcfcOA#^j:^43x.t;rA' ^^^b. ct^W 
OA ^ 5 CD«fl^ B (c>rt L T 5^ C n <b [^fMS(7)^4J x y r 
B' ^^SL. A^J^jr^e^Ctc^fUT^. ^/cOCC<< 

l^^o cn^Ccfc^). 3ocD^fl^A. B. Ci)^%±liCmfj: 
-3/c^>f ^ ^^r. 3 0(D^cfixt;TA' . B' . C 

>yiijf^ccj:o 3o(dswa. b. c^ri^mcrr-^iii 

[ 0 0 3 1 ] SlifePlltCiteC^r. S5riB-fe>1f l 4 - 
1. 14-2«. ^^^iy:^!f\ 0 0±.i<cmtm&CW.y^ 

m^mn. $ n/cis i o - 1 . 10-2 cd±t:&i^*5 j: u 

2 8 - 1. 2 8 -2'^fSjt:fai;^$n^o 
[0 03 2] *f5¥{4gill@gP2 8 - 1 . 2S-2\t. *f 
j£T-2>iai 0- 1. 1 0-2;&>6?l^^f^«-^35)^A:tJ 
$n^<b. ^CD<h^-fe>1t 1 4 - 1 . \A-2fPhKti 

[0 0 3 3] •r^c:b'^. 04 (A) ^c^Tcfc^. y-A 
iiiffi5 2 a±(D<5:^{4gCC?*^L:05«5f L/c^&i^iH^L. 

gP2 4-l. 2 4- 2^fS]C:tai:^-r^o 
[0 0 3 4] ^4J«^gP2 4 - 1 . 24-2 tct*. «S^J 
#^ix';r^g|52 6;5)^e^^WA. B. CO^tfixy 
TA' . B' , C ;&^A:^3tiS<5:<b4>tC. ^^rtJlD-T^S 
#f>j[S?SStg|52 8 - 1 . 2 8 - 2 i^^hm%(Dmi^{mi)^ 
At}$tii>. <:LX. cn60^**iMgB2 4- 1. 2 

4-2«. ^Etis-rsiKi 0- 1. 1 o-2<Dgi#^aif^ 

B$CC. Sge^O^^^x'jTA' . B' . C rttcS5¥(4 

[0 0 3 5 ] :^mmmxiitm:^3-:)(Dmmmnkmm5 

2eL±lfCmm$n^fc^. ^*HE5 2 atC^Sn-S^ 

r CDS ti en tc oi > r ;&^5*^3&5*»JS $ n ^ „ 
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(tat. mmcmfjkmmb 2 atc^^^nrc^^^wcDffe 

[003 6] f&imWS!^2 6 - 1 . 2 6 - 2 A 

[0 03 7] Si^tf fHiaSgP? 0 AHiffiitca 
2, tSWi®<^ieit7 4. #5¥[il^iBtf.gR7 6. ^^^Mi^ 

iBtta57 8^^^r^^$n€>. frria^mi®«fattSB7 

tt^nrt^^o tse«jii^iBigsP7 4oc&j. buibssw^d 
t^>;i<;i/j^>5iB1S3ni^^. «?*ilj{^ia^5P7 6Ccti. 5* 

iBtit^nrci€>o 20 
[0 03 8 ] «^ia«s*iJ8Pg|55 0 mriBy-^AaS^gp 
2 0:^^:>6A:^^n-2>#B^oy'-A^gSt«$S^c»-^^. ilj 

[0 03 9 ] ^/c. «7n*IJiaig|55 0 ^Cti^i®ima52 6 

[0 040] ^m#%^§P6 0 ict. 2 10-1. 30 

10-2 (o^mi'mmcmcxmm(Dnm'^. m^\tm 
[0 04 1 ] :^m&m(Diy::^-f'-i>{fy-Ammtc 

[0 04 2] 114 (A) (fOit. ^ UC^L/caij^SBS 2 
<D^^iijM5 2 aCD— 0!l*5?n3nrt^Sc CCCfci. — 

[0 04 3] 1114 (A) CcinTi^CC. imW^^Z^m 40 

snrfco. -:^(d:7'u— vtc2E^sijiiia2 00-i 

755, ityyj(Dy'U-'\-(tC:5^mmm2 0 0-2 :?)5*f)Si^t:f 
enrt^-So ^^i(I«at^2 00- 1. 2 00-2CUi. 

±r:^\^(tcm^(tcmz^mi2x^^. cnh&mm^-m 

1 2-2*^K^TCne)CDtS«^Pimc^^i£< CiOC 
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iH(D&^mmm2 o o - 1 . 200- 2tDT:^^c«gi«p 

miaj7 1 0 i^S(Df#,«^.7 2 0 t^mn's^tiXi.^^. 

[0 044] S5^i. y-M.mi^^^(tc^^'r^u-<jit 

[0045] MWmat. r 1 J CDiS^tC«. 3 

M:>mi2X^K>. #^e^;&m^^-rc^«3&^orAj:< 30 
ti. s-ocomm^t^x^mmo^i^^^^muxi^^. & 

tji-^Xl^^. 

[0 04 6] r 3 J CDiS^tCtS. 3 rXDU^OzK 

<. ^<D^3oCD^tK3^lH]B#CcS^^fS<C<h:05ilb<J^C 
ort/^-So ru-^;l/4 J <Dit-&tC». 3^(Dmil^U±X 

[ 0 0 4 7 ] 06^^. :^mtm<Dmi'}^^m^nk'rmx$> 
0. t^-Amn^2o<DmmcmmLfc^m^^m^tix 

[0 048] :^mMm(Dty^-'7^ A > AiggCDn 
^ >S:AP 1 0 4 cc^SSicDn ^ >?&^!aA $ tir 2 :7' u 

»§P2 Ort<D^Wg9:«SP2 2»u-^Ji'S«*^^j:5nri^ 

-S^^^Sj&^^^'J^U (^f*';;:7'6 0 0) . j^C:fry-AX 

1) o 

[0 04 9] ^^t^. y-AX^- h^c5fellorS5^C 
?i^L/c4o(DU'^>'K7:)c{375^6 1 -^(DMVi^U'lrWm^m 
t^U^tl^o y'\y-^ {2 A(0^<Di.^'rtli)^—^X^ 

10 \'XC(om^^m^c\jfcf)^'oX\y^)Vm^:^^ 
o^iif^SiliiWTL. ccD^fPtcjrori^m^^cDU-^ 
;t'?&5jiJR3n'2)i. ;^7->^*6 0 ocD#iJ^JOiSCcfcc^r 
^«»T3&5>5c3n. 7-6 0 1 ©w^^Hncc^f-r 

[0 05 0] S/c. (|5]1iCc2AO*OC^'rn 

hX^ •;;^9 2:05JfT5n^i. Xf*y:7'60lCD 

[0 05 1 ] >^^'>:/6 0 lK:*jCirW^«BT:«t^3&:?n 



9 

3f)miR^tifcm^(iat. 134 (a) tcij^L/ccfc^cc^ 

[0 05 2] ^XCC. :Sfl^^^gIS2 2«. C(D<i:^CCLr 10 

»jR)!tfc«3&^^5n/c3ocr)se«jA. B, co^n-e^n 

-r u^^u 3 tcs:^^ nrt.^ ^ig^tcti 3 -ocDtSS^ a , 
B. c<D-en^n:0^iii^;^fc:'- Ktcs:^3nr4oO. ^ 

[0 05 3] ^/c. C(D#e^^^g{52 2CCJ:^§SWCD 
SSft^aiaiMf LT. y-AvSJ^a52 0«. itlO- 20 

1 , 1 0 - 2i)^^wf>^mt^tifct^^f)^^mmr^ 

f-':/r^*6 0 4) o ^1 0- 1, I 0-2(^Wii^htlfc^\ 
^#12-1. 1 2 - 2:0^?|:!&^nAj:CiiS^iC«. 'At^Ciit 

s i t9) -:> < 0 mm^mrj: ^ a? ^ > r ^^9^* 

i>tcisb. mmmm:f)mi^htixi.^^. 30 
[0 054] mfsmrsj^v^^m^^iit. :/6 0 

[0 05 5] ^/c. — :/3CD:7*U-+'^Cj:-oT|5El 0 &cg: 
t:f6n/c5lt^l 2 7&55W:'n^<!:. ^mm.^2 

ai^f4H^C*^1SS^AC0^cti««;S:tf ^ (Xf-^:.>^6 0 
6) o -r^^j:^^. ^^ii|aj^gp2 4tS. ^I^^l 2mW 

[0 05 6] mnoyu^-f^ >yy-Ar*)nt^. m 

[0 05 7] L/c;:?5or, m^m^^^mmsi2 4{t. 
>'-u--i=*A^6mT^>:tcjfic^fitaic*-2,ewBcD^*«^ so 



*$Ba¥8-8486 3 

10 

(;j^7=->:/6 0 7) . «f^tc:/lx--i-:!!P6mrft 

8) o 

[0 05 8 ] ^©m. ^-^C^ti^^B^raWi^^T^-fA 
i ^j: o /ciS^ (X :7- 6 0 5 TW^^J»f5&^ 3 
tltcm^) :>:^C^m#gI5 3 0 - 1 . 3 0 -2 

fic^tf^ (;^^':^>^6 0 9) o :g:«:fiqtc«. t^-rncos 

[oo5 9]-eLt:. ^y'\y-'^mm^(tcijrn^tifcm 
ri>o m^u. ^y'u-^(on-^^^ raj tr^t. 
[0 06 0 ] coj:^tc. :^mm<Di^:^-r^^y^y 

/c:^T CDSe^^SS < C <!: ^ -5 <J: -5 &c i^j: o r 

S^r^f^. ^^±M^(D'7-U--'\'2A5&^^'-A^tf o 

[0 0 6 1 ]^/c. r.ACD:7-U^-^;^>i§^'^> KStcP 
fi^tf^jrl^ 3^»^> K<DI»^i6:^CJ:0y-Acr)iS^fi 
C:f ^ -r -5 J: ^ C c L r t> cfc I ^ 

[0 06 2 ] 3&*5. :i^mmt.ALumm.m^cm^^ri^ i> 

[006 3] m9L\^. ±Mhfcmmmx\iX. i laai^s 
w-^l^m\t^^ix2 5^mLfcf)\ mmm^^y^xy- 
^mcmM.\^x. ^y'iy-^'^cimm^ifi^t^^^^^^ 

[0 0 6 4] ^fc. AMi^fcmtmx\it. m^mmscM. 

gP2 2aCC<fc9. &MWA. B. CtCffi5feJe^4*ll^e^J 



n 

cti^^mmA. b. c^c*t-r^®5feie{4». ait 

s^ /c <D <!: -r -S C <h *5 -C ^ ^ o 

[0 06 5 ] ^fc. ±mLfcmmmviit. ^w-^m 
[0 0 6 7 ] S7«. ^mommmi^mm^m^xcti 

A<D^:^j^ill®(D— w^^Tl^-c^b^o I^SCCi^^fPi^^liJ 

smcDmmA. b. ccr){4gMi^>:>^^o^^®ffl$nr 

l©^^AcDM5&^6mx^^fl^B*5ctC>'CCD^S^B(D5 30 
5:ffiiiLrf!6(DSWB. Ct^C^^hfct^l^mn^. m 

ummmAmwii^m'^'^'r^cimn^^. c^c^^ 

J:i.^o 40 
[0 06 8] S/c. ±aiL/cSISgt?!lr«, 2A<D7'U- 

[006 9] */c. ±aiU/c^J6Pf|-C«. 
OTff ,'^.it#^tf':>/c;:)^. ^Aj: < <b 2 oco^S^ji^iMi'cC 
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-So 

[0 07 0 ] S^^'U-i-T&^I^S^ pjfi6«c5f3h.^^ 1 

:/U — *'(D:/3;!>5ii5ff J: ^ tc.*,a^-rs c 

[0 0 7 1 ] tfc. ±j$U/c||Sfepilr«. HBCCtfTJ: 

[0 0 7 2] ^/c. MieHififi^^ti. 1 0 - 1 . 1 

o-2^/>»i;i^>y 1 ooifcmm-r^ho^mtK^mM 

Lfcf)^. cne^^lO-l. 1 0-2^*:7-p— 

S ccf#-^ r ^&«j^cMit^^t>ii ^ c i ^ J: ^ ^cjfj 
f&r^Cti,V^^. COm^. B5(iB-fe>1^l4-l. 

1 4-2<tLr. gisi 0- 1. 1 o-2©iKt#5feS#a 

CC§7t^T^I9:t:fr*>^. 2- 1 . 12-2:?&^ 

af'P3tlj^cB#tC«^gI552^-K>'^';/e^^3-ti'So C 

[0 07 3] 

> ^ y - A «g * f# c i *5 r # i I ^ ^ ^ * * o 

^y-ASgcD?fsi^^-ri4?iiar^^o 
[113] y'l^-^t^mmtcommiiLmm^^t. 



C8) 

13 

[04] 04 (A) 01CC^L/c^*a5(7)^^liiffi 
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(57)Abstract: 

PURPOSE: To provide a shooting game capable of 
constituting a game easy to generate difference in scoring 
and fiall of variety. 

CONSTITUTION: A game arithmetic part 20 is equipped 
with a target setting part 22 which sets plural targets 
superimposed at a prescribed timing on a display screen, hit 
judging parts 24(24-1, 24-2) which judge the simultaneous 
penetration of superimposed plural targets by operating a 
player input part by a player even when the targets are 
superimposed by passing the hit judgement of all targets 
when a bullet is shot, and result calculation parts 30(30-1, 
30-2) which perform score calculation corresponding to a 
hit target. The hit Judgement for all targets can be passed on 
a screen even when the targets are superimposed, and the 
fact that all superimposed targets are penetrated by one 
bullet can be judged. 
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CLAIMS 



[Claim(s)] 

[Claim 1] In the shooting game equipment with which a player performs target practice towards the 
target displayed on the game screen A target setting means to perform an operation setup of two or 
more targets which move in the aforementioned game screen top and overlap occasionally. The 
target practice by the player performed by operating the control unit to which a player performs 
target practice toward the aforementioned game screen, and the aforementioned control imit A hit 
judging means to judge whether the mark is hit to each of two or more aforementioned targets 
which was set up on the aforementioned game screen by the aforementioned target setting means. 
Shooting game equipment characterized by performing hit processing to two or more 
aforementioned targets by one operation of the aforementioned control unit when ****** 
or more aforementioned targets overlap on the aforementioned game screen. 
[Claim 2] The aforementioned hit judging means is shooting game equipment with which the 
impact position by the target practice of the aforementioned player is characterized by judging with 
a hit when contained in the aforementioned hit area including a hit area setting means to set up each 
aforementioned target's hit area in a claim 1. 

[Claim 3] It is shooting game equipment characterized by performing an op^ation setup of a target 
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so that the high target of priority may be located in screen this side when two or more targets 
overlap on the eiforementioned game screen including a priority setting means by which the 
aforementioned target setting means sets up each aforementioned target's priority in either of the 
claims 1 and 2. 

[Claim 4] Shooting game equipment characterized by giving high results by performing target 
practice to the timing which the judgment result of the aforementioned hit judging means is inputted 
into, is further equipped with a results calculation means to give high results, in either of the claims 
1-3 when two or more aforementioned targets which overlapped are hit, and two or more 
aforementioned targets overlapped. 

[Claim 5] Shooting game equipment characterized by changing relatively each traverse speed of 
two or more aforementioned targets which set up by the aforementioned target setting means in 
either of the claims 1-4. 

[Claim 6] Shooting game equipment characterized by changing each area of two or more 
aforementioned targets which set up by the aforementioned target setting means in either of the 
claims 1-5. 

[Claim 7] Shootiug game equipment characterized by performing target practice by two or more 
players by making it correspond to each of two or more players, and dividing the aforementioned 
game screen in either of the claims 1-6, or preparing two or more aforementioned game screens, and 
displaying two or more aforementioned targets for every player. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 

damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 

3. hi the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application] this invention relates to ttie shooting game equipment which performs 

target practice for two or more targets. 

[0002] 

[Description of the Prior Art] Conventionally it has the control imit which carried out the form of a 
rifle gun, and the shooting game equipment which aims at the target which projects on TV screen or 
a screen screen is known. The score corresponding to the target which guessed right is obtained by 
using the bullet which the target which is two or more kinds from which points differ is prepared, 
and was prepared beforehand, shifting, and shooting such shooting game equipment with that target. 
And these targets have hitting ratio as low as what has usually high points, for example, a target's 
area is made small, or it is set up so that it may move quickly, and a high score is obtained for a 
more nearly upper person. Therefore, if such a shooting game is performed by two or more players, 
each player can enjoy a game, comparing a score mutually. 
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[0003] 

[Problem(s) to be Solved by the Invention] By changing a target's area and speed which moves, the 
conventional shooting game equipment mentioned above changes hitting ratio, and gives change to 
the score assigned to each target according to this. Therefore, if it becomes tfie above upper person 
to some extent and hit probability becomes high, ****** of that it is hard coming to generate the 
difference of a score etc. and a game will become missing. 

[0004] Since only one target carried out shooting in one target practice especially, a variation is 
scarce and could not constitute easily the game which was rich in change. 

[0005] this invention is made in view of such a point, and the purpose is in offering the shooting 

game equipment which can constitute the game which was pleasantly rich in change. 

[0006] 

[Means for Solving the Problem] In order to attain the aforementioned purpose, invention of a claim 
1 In the shooting game equipment with which a player performs target practice towards the target 
displayed on the game screen A target setting means to perform an operation setup of two or more 
targets which move in the aforementioned game screen top and overlap occasionally. The target 
practice by the player performed by operating the control unit to which a player performs target 
practice toward the aforementioned game screen, and the aforementioned control unit A hit judging 
means to judge whether the mark is hit to each of two or more aforementioned targets which was set 
up on the aforementioned game screen by the aforementioned target setting means. When ****** 
and two or more aforementioned targets overlap on the aforementioned game screen, it is 
characterized by performing hit processing to two or more aforementioned targets by one operation 
of the aforementioned control unit 

[0007] It is characterized by judging invention of a claim 2 in a claim 1, to be a hit, when the irapact 
position according [ the aforementioned hit judging means ] to the target practice of the 
aforementioned player including a hit area setting means to set up each aforementioned target's hit 
area is included in the aforementioned hit area. 

[0008] Invention of a claim 3 is characterized by the aforementioned target setting means 
perfonning an operation setup of a target so that the high target of priority may be located in screen 
this side when two or more targets overlap on the aforementioned game screen including a priority 
setting means to set up each aforementioned target's priority in either of the claims 1 and 2. 
[0009] The judgment result of the aforementioned hit judging means is inputted, in either of the 
claims 1-3, invention of a claim 4 is further equipped with a results calculation means to give high 
results, when two or more aforementioned targets which overlapped are hit, and it is characterized 
by giving high results by performing target practice to the timing which two or more 
aforementioned targets overlapped. 

[0010] Invention of a claim 5 is characterized by changing relatively each traverse speed of two or 
more aforementioned targets which set up by the aforementioned target setting means in either of 
the claims 1-4. 

[001 1] Invention of a claim 6 is characterized by changing each area of two or more aforementioned 
targets which set up by the aforementioned target setting means in either of the claims 1-5. 
[0012] It is characterized by invention of a claim 7 performing target practice by two or more 
players by making it correspond to each of two or more players, and dividing the aforementioned 
game screen in either of the claims 1-6, or preparing two or more aforementioned game screens, and 
displaying two or more aforementioned targets for every player. 
[0013] 

[Function] In invention of a claim 1, two or more targets which overlap to predetermined timing by 
the target setting means are set up, and the player is perfonning target practice to the target of these 
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plurality by operating a control unit. And if target practice is performed after each targets have 
overlapped mutually, a hit judging will be performed about each of all targets which lapped by the 
hit judging means. Therefore, even when two or more targets overlap, it can pierce simultaneously 
making target practice hit the target of these plurality simultaneously, i.e., two or more targets. For 
this reason, since the case where two or more targets which overlapped are hit [ others / in the case 
of hitting each target independently by the target practice of a player ] simultaneously is added and 
the variation of a game and the difficulty of a game also increase, it can consider as the content of a 
game which was rich in change, and, moreover, it becomes possible to also make the difference of a 
score easy to produce if needed. 

[0014] moreover, according to invention of a claim 2, hit area is set up for every target and the 
impact position by target practice is included in the aforementioned hit area ~ it is based on whether 
it is **** and a hit and the judgment of a blank are performed Thus, the hit judging of target 
practice can be performed good. 

[0015] Moreover, when according to invention of a claim 3 priority is assigned to each target and 
two or more targets overlap on a game screen, an operation setup of a target is performed so that the 
high target of priority may be located in screen this side. Therefore, the production of a game and a 
setup of game difficulty can be performed and the method of a setup of the sequence that targets 
overlap enables it to give change according to the content of a game. 

[0016] Moreover, when according to invention of a claim 4 targets overlap and target practice hits 
the mark, high results are given by the results calculation means, and the score according to the 
difficulty of target practice etc. can be set up. And since it is necessary to perform a game according 
to this invention, taking into consideration the union ******** case else [ when a target is 
independent ] in order to acquire high results, change can be given to the content of a game and 
****** can be increased. 

[0017] Moreover, according to invention of a claim 5, the difficulty of a game can be further 
increased by changing each target's traverse speed. Since it is hard coming to expect the timing with 
which all move bodies lap when two or more move bodies with which speed differs generally exist, 
it becomes difficult to pierce these simultaneously and it can give change further to a game. 
[0018] Moreover, since the player which is going to pierce the target of these plurality 
simultaneously in order for a target with a small area to hide behind a target with a big area, when 
according to invention of a claim 6 each target's area is changed and each targets overlap will need 
to expect tracing of the target which hid back, it can make a game difficult further and can give 
change to the content of a game. 

[0019] moreover, according to invention of a claim 7, a target setup and a hit judging carry out 
corresponding to two or more players — having — ****-- the target practice of the player of others 
[ player / each ] — a game can be advanced, looking at a situation Therefore, each player can 
perform target practice, taking the score state of other players etc. into consideration, and since it 
can also consider a mental element called the diplomacy between each player and can direct a game, 
it can increase the fun of a game. 
[0020] 

[Example] Next, the suitable example of this invention is explained in detail based on a drawing. 
[0021] The suitable example of the shooting game equipment of this invention is shown in drawing 
1 . By dividing one game screen 52a into two, as shown in drawing 4 (A), and displaying the game 
screen for shooting of each player on each division area 200-1,200-2, while two persons' player 
emulates each other mutually, the shooting game equipment of an example is constituted so that a 
game can be enjoyed. Therefore, while each player looks at the game advance situation of a partner 
player, a game will be performed, and it becomes possible to also include a mental element called 
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the diplomacy with a partner in game production. 

[0022] In an example, the aforementioned shooting game equipment is constituted including two 
guns 10-1 which function as the player input section, 10-2, each aforementioned gun 10-1, two 
sensors 14-1 which detect the collimation direction of 10-2 and 14-2, the game operation part 20, 
the display-control section 50, the image information storage section 70, a display 52, the sound 
effect generating section 60, and a loudspeaker 62. 

[0023] The appearance perspective diagram of the shooting game equipment of an example is 
shown in drawing 2 . In the housing 100 of the shooting game equipment of an example, display 
screen 52a of a display 52 is prepared, and each player can see display screen 52a of a through lever 
for a display window 102. 

[0024] Moreover, on both sides of the display window 102, 2 sets of guns 10-1 and 10-2 are 
prepared in display screen 52a and the opposite side. Collimation can be doubled with the arbitrary 
positions on screen 52a by making horizontal and a perpendicular direction rotate each gun 10-1 
and 10-2. Moreover, an imagination bullet can be discharged by subtracting each gun 10-1, the 
trigger 12-1 prepared in 10-2, and 12-2. Moreover, these two guns 10-1 and near 10-2, the level- 
setting switch 90 and the start switch 92 are formed. The level-setting switch 90 is for setting up the 
difficulty of the content of a game, for example, is chosen from a level 1 - level 4. The start switch 
92 is for directing the start of a shooting game after level setting. 

[0025] Furthermore, if the coin slot 104 is formed in the front-face side of housing 100 and the coin 
of a predetermined frame is thrown in by one of players, the start of a game will be attained. Then, 
when switches 90 and 92 are pushed by each player, a multi-player type shooting game is actually 
started. 

[0026] Moreover, the game operation part 20 shown in drawing 1 is constituted including the target 
setting section 22, the target hit area setting section 26, each gun 10-1 and 2 sets of impact position 
operation part 28-1 corresponding to 10-2, 28-2, the hit judging section 24-1, 24-2 and the results 
calculation section 30-1, and 30-2. 

[0027] The target setting section 22 is made to correspond to the player of **, sets up two or more 
targets (for example, a maximum of three pieces), and is made to appear on the game screen of each 
division area 200-1,200-2. Each target which made it appear on a screen has various kinds of iarea 
and various kinds of move speed according to die level set up at the time of a game start. 
[0028] The imagination position of a player and each target is notionally shown in drawing 3 . As 
shown in this drawing, each of three targets A, B, and C moves in the relatively different direction 
along a X-Y flat-surface top parallel to flie display screen. 

[0029] Moreover, the target operation part 22 of an example is constituted including priority setting 
section 22a. The target (target near a player) of the direction of screen this side has set up this 
priority setting section 22a so that priority may become high, as shown in drawing 3 . tinmig 
predetermined by this from a player — two — or it seems that all targets overlap three, the high 
target A of priority is displayed with the priority most to this side at this time, and, next, the high 
target B of priority displays — having — the very back — priority — the low target C will be 
displayed most 

[0030] The target hit area setting section 26 sets up each targets' A, B, and C hit area displayed on a 
game screen, respectively. In the example, as shown in drawing 4 (B), each targets' A, B, and C 
each hit area A', B', and C are set up. To the smallest target A, bigger hit area A* than Target A was 
set up so that it might become, it was easy to hit the mark, to the target B of a middle size, hit area 
B' of the same grade as this was set up, and to the big target C, in order to make it hard to hit, hit 
area C smaller than Target C is set up. Thereby, it becomes easy for three hit area A', B', and C to 
also come to overlap nearly completely, and to shoot down three targets A, B, and C simultaneously 
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by one shooting operation to the timing with which three targets A, B, and C lapped completely. 

[0031] Moreover, in the example, the aforementioned sensor 14-1 and 14-2 are formed on housing 

100 as a sensor which detects the rotation angle of the gun 10-1 installation fixation of the rotation 

of was enabled, the vertical direction of 10-2, and a longitudinal direction. And the detecting signal 

is outputted towards the corresponding impact position operation part 28-1 and 28-2. 

[0032] The impact position operation part 28-1 and 28-2 will calculate XY coordinate of the impact 

position of a bullet based on a sensor 14-1 and the signal inputted from 14-2 then, if a trigger 

manipulate signal is inputted from the corresponding gun 10-1 and 10-2. 

[0033] That is, as shown in drawing 4 (A), it calculates which position on game screen 52a the 

bullet reached, and the result of an operation is turned and outputted to the display-control section 

50 and the corresponding hit judging section 24-1, and 24-2. 

[0034] While each targets* A, B, and C hit area A', B\ and C are inputted from the target hit area 
setting section 26, the impact position of a bullet is inputted into the hit judging section 24-1 and 
24-2 from the corresponding impact position operation part 28-1 and 28-2. And these hit judging 
sections 24-1 and 24-2 calculate whether an impact position is included in each target's hit area A*, 
B', and C at the time of the corresponding gun 10-1 and trigger operation of 10-2, and judge 

- whether the bullet hit each target. 
[0035] In this example, since a maximum of three targets are displayed on display screen 52a, it is 
judged about each of all targets which is contained in display screen 52a whether it is a hit. In 

. addition, the part or all has lapped with the front target other than the target actually displayed on 
display screen 52a, and partial or the back target by whom all are hidden is also contained in all the 
targets contained in display screen 52a here. 

[0036] The results calculation section 26-1 and 26-2 calculate the results of a corresponding player, 
for example, a score, according to the kind and the number of targets with which the level and the 
bullet which were chosen at the time of a game start hit the mark. 

[0037] The image information storage section 70 has memorized flie image data of each symbol 
displayed on a game screen. Specifically, this image information storage section 70 is constituted 
including the background-image storage section 72, the target picture storage 74, the impact picture 
storage section 76, and the hit picture storage section 78. The various symbols which constitute the 
background of a game screen are memorized by the aforementioned background-image storage 
section 72. Each aforementioned target's symbol is memorized by the target picture storage section 
74, and it is in it. When a bullet separates fix>m a target, the impact symbol displayed on a screen is 
memorized by the impact picture storage section 76. When a bullet hits a target, tfie symbol 
showing the target which bursts and flies is memorized by the hit picture storage section 78. 
[0038] The display image control section 50 calculates a game screen as read various image data 
from the image information storage section 70, for example, shown in drawing 4 (A) based on the 
game operation information on in each place that it is inputted from the aforementioned game 
operation part 20, and displays this on a display 52. 

[0039] Moreover, the calculation result (score of a corresponding player) by the results calculation 
section 26 is inputted into the display-control section 50, and the score picture displayed on the 
predetermined position of the display screen is calculated. 

[0040] The sound effect generating section 60 generates the explosion when lengthening a 
predetermined sound effect, for example, the trigger of a gun, according to two guns 10-1 and each 
operation situation of 10-2 etc., and outputs it from a loudspeaker 62. 

[0041] The shooting game equipment of this example has such composition, and explains the 
operation below. 

[0042] An example of display screen 52a of the display 52 shown in drawing 1 is shown in drawing 
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4 (A). Here, the number of targets is "3" as an example, and the case where made one screen 
correspond for every player, and it is divided into two is shown. 

[0043] As shown in drawing 4 (A), 2 ****s of one screen are carried out, the left split screen 200-1 
is matched with one player, and the right split screen 200-2 is matched with the player of another 
side. Three targets A, B, and C which do [ each player ] target practice are displayed on each 
division field 200-1,200-2, and each targets A, B, and C are moving in a relatively different speed 
and a relatively different direction. For example, each large minor target flew in tiie vertical 
direction of a screen separately, and has jumped on it, and a high score is obtained, when each 
[ these ] target laps temporarily, and a player subtracts a trigger 12-1 or 12-2 and pierces these 
targets simultaneously. Moreover, it remains down each division field 200-1,200-2 in 1 screen, and 
710 bullets and the present score 720 are displayed. 

[0044] Ehrawing 5 is drawing showing a relation with the target displayed into the level set up at the 
time of a game start, and a game. As shown in this drawing, there is four kinds of level which can 
be set up, difficulty of a "level 1" is the lowest and "level 4" has the difficulty highest [ a level 1 ] 
on the contrary. 

[0045] Specifically, all of three targets are large, and in the case of the "level 1", moreover, each 
target has flown and jumped at a late speed, and since the time when it is not only easy to aim at 
each target, but three targets have lapped is also long, it is easy for it to pierce three targets 
simultaneously. While all of three targets have the size of a degree in the middle in the case of 
"level 2", and each target has flown and jumped on it at an ordinary speed and comparing with the 
case of a level 1, it is difficult to pierce three targets. 

[0046] In the case of "level 3", three targets' size is set as large minor, and each target has flown and 
jumped at a quick speed. Therefore, it is hard to aim at a small target, and it is difficult to pierce the 
target of the three part simultaneously. Most things for which the time when all of three targets were 
small at in the case of "level 4", and it flew at speed with each target quick moreover at, and has 
bounded at, and it being not only hard to aim at each target but three targets have lapped is also 
extremely short, and three targets are pierced simultaneously are difficulty. However, a high score 
will be obtained if only the part hits the mark. 

[0047] Drawing 6 is drawing showing the operations sequence of this example, and the procedure 
which paid its attention to operation of the game operation part 20 is shown. Hereafter, operation of 
this example is explained, referring to drawing 6 . 

[0048] If the coin of a predetermined frame is thrown into the coin slot 104 of the shooting game 
equipment of this example and operation of 2 player games is attained, the target setting section 22 
in the game operation part 20 will judge first whether it judged whether level setting would be made 
(Step 600), and the game start was continuously directed in it (Step 601). 
[0049] For example, the screen display to which one choice is urged out of four level shown in 
drawing 5 in advance of the game start is made. Affirmative judgment will be made in judgment 
processing of Step 600, and a player (either of two persons is sufficient) will shift to judgment 
processing of Step 601, if the number-of- times depression of the level-setting switch 90 of required 
is carried out according to this screen display and one of level is chosen by this operation. 
[0050] Moreover, if the start switch 92 which directs a game start is pushed by the player (either of 
two persons is sufficient similarly), affirmative judgment will be made by it in judgment processing 
of Step 601. 

[0051] If affirmative judgment is made in Step 601, next, the target setting section 22 will set up 
three targets* A, B, and C initial state displayed on a screen (Step 602). That is, the target setting 
section 22 determines the generating position and the move direction of [ on each / these / target's 
screen ] while determining the size of three targets A, B, and C corresponding to one player 



H08-084863 



9 



according to the selected level. For example, when level 3 is chosen, the targets A, B, and C each of 
whose size is three which are smallness, inside, and size as shown in drawing 4 (A) are stationed in 
a predetermined position. 

[0052] Next, the target setting section 22 moves each of three targets A, B, and C which are carried 
out in this way and by which the initial state was set up at the speed according to each level (Step 

603) . In addition, in this example, each target is moving in the inside of the display screen, as it has 
flown and bounded, and these speed that flies and bounds differs according to each level. For 
example, when set as the level 3 shown in drawing 5 , each of three targets A, B, and C is set as a 
quick speed, and quickly, it is moving in the inside of a screen so that it may fly and boimd. 
[0053] Moreover, in parallel to move processing of each target by this target setting section 22, the 
game operation part 20 judges whether tiie cartridge was discharged from a gun 10-1 and 10-2 (Step 

604) . When a gun 10-1, the trigger 12-1 prepared in 10-2, and 12-2 are not pulled, next, it judges 
whether it is time over (Step 605). For example, the maximum (for example, 5 seconds) of time to 
discharge the bullet from one is set up, and a player must discharge a bullet to within a time [ this ]. 
Since it will wait for the timing with which a target laps slowly, each target can be aimed at and 
oppressive feeling will be missing if [ this / time ] unrestricted, the time limit is prepared. 

[0054] When it is in the time limit, it returns to Step 603 (movement of a target), and processing is 
repeated. 

[0055] Moreover, if the trigger 12 prepared in the gun 10 by one player is pulled, the hit judging 
section 24 will perform affirmative judgment in the judgment (judgment of whether the gun was 
fired) of Step 604, next will perform a hit judging of the target A which sees from a player and is in 
the nearest position (Step 606). That is, the hit judging section 24 performs the hit distinction based 
on whether an impact position is included in Target's A hit area, when a trigger 12 is pulled. 
[0056] If it is the usual shooting game, when having hit the target with the highest (it is in a player 
side most on a ballistic trajectory) priority Although a hit judgment is not made about the target 
located in the backside from it, in this example When two or more targets have lapped, while the 
bullet discharged from the gun 10 pierces all the targets of these ******** plurality and increasing 
the difficulty of a game, it can consider as the content of a game which was rich in change. 
[0057] Therefore, succeedingly, the hit judging section 24 performs a hit judging of tiie target B 
which sees from a player and is in the position near a degree (Step 607), and performs a hit judging 
of the target C which finally sees from a player and exists in the distance most (Step 608). 
[0058] then — or the setup time — passing — a time — when it becomes exaggerated, next, the results 
calculation section 30-1 and 30-2 perform score calculation of each player according to the degree 
of a hit of each target (Step 609) (when affirmative judgment is carried out at Step 605) When it 
specifically becomes time over, without hitting which target, a score is made into zero point, and 
when at least one target is hit, the mark which hit the mark and which were assigned for every target 
are totaled, and it considers as a score. 

[0059] And the score calculated separately the whole player is displayed on a part of display screen 
(Step 610), and the amount of one roimd of the shooting game of this example ends it. For example, 
if each player has and a ball is set to "3", 3 round ****** of a series of shooting games mentioned 
above will be carried out. 

[0060] Thus, in the shooting game equipment of this example, it is made to correspond to each 
player, and when two or more targets are set up and each [ these ] target laps ia a screen, all the 
targets with whom it lapped when a player subtracted the trigger 12 of a gun 10 can be pierced. 
Therefore, if a target is not made to hit certainly while expecting the timing with which each target 
laps, a high score is not obtained, but each player can be made into the content of a game which was 
rich in change compared with the conventional game which earns a score by making a target only 
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hit. or [ moreover, / waiting for the timing with which it does not tell that what is necessary is just to 
make the high target of a score only liit, but aU or two targets lap ] — diplomacy whether to aim at 
only an independent target is needed, and the difficulty and ****** of a game also become increase 
Furthermore, in this example, even when not hitting a target at all, all the targets lap from from and 
the mark is hit, even if the variation of the result is abundant and it is the case where two players of 
a metaphor upper person perform a game, it is easy to produce a score difference, and even an upper 
person can enjoy himself from a beginner. 

[0061] Moreover, two persons* player fights for every round, and you may make it determine the 
victory and defeat of a game with the number of victories of three rounds. 

[0062] In addition, this invention is not limited to the above-mentioned example, and deformation 
implementation various by within the limits of the summary of this invention is possible for it. 
[0063] For example, although one screen was made to correspond to each player and was divided 
into two in the example mentioned above, a display is prepared for every player and you may make 
it make one screen correspond to each player. 

[0064] Moreover, in the example mentioned above, this invention explained to each targets A, B, 
and C by priority setting section 22a taking the case of the case where priority is given fixed may 
form the priority not only to this but each [ these ] targets A, B, and C so that it may change suitably. 
By carrying out such, the turn that each targets A, B, and C overlap will differ at random each time, 
and should be rich in change in the content of a part game. 

[0065] Moreover, although three targets corresponding to each player were separately prepared for 
the viewing area for every player, you may make it set two or more targets conmion to two persons' 
player as a common screen in the example mentioned above. In this case, since a target will be hit 
by the partner player if it is waiting for the timing with which a target laps completely, he has to 
discharge a bullet before it and the diplomacy with a partner player becomes important. Therefore, a 
game should be won only by raising the technology of shooting, but it should be rich in change in 
the content of a part game. 

[0066] Moreover, although each target was simultaneously pierced in the example mentioned above 
when three targets overlapped, the obstruction which has a predetermined crevice is prepared 
instead of the target near a player, and you may make it pierce the target which lapped behind the 
obstruction through this crevice, for example to it. 

[0067] Drawing 7 is drawing showing an example of the display screen of the shooting game which 
establishes a crevice in a front obstruction and aimed at other targets through this. The obstruction 
A with which the physical relationship of three targets A, B, and C which show the virtual physical 
relationship of the obstruction A shown in this drawing and two targets B and C to drawing 3 is 
applied as it is, and has a crevice in a part for a center section is arranged in the position near a 
player. And a high score is obtained when a player pierces simultaneously the target B seen from 
the crevice between this obstruction A, and this target's B target C stationed further back. That what 
is necessary is just to transpose Step 606 in the operations sequence shown in drawing 6 from "a hit 
judging of Target A" to "a crevice passage judging of Obstruction A" in considering as such a 
contait of a game Moreover, when score calculation is performed in Step 609, it passes through the 
crevice between Obstructions A and other targets B and C are hit, a high score (for example, score 
of the double precision of the score when hitting others and Targets B and C, without passing 
through the crevice between Obstructions A) should just be obtained. 

[0068] Moreover, although the example mentioned above explained taking the case of the case 
where two persons' player performs a shooting game, you may be [ while the player of one person 
or three persons or more looks at a conmion screen simultaneously, or ] made to perform a shooting 
game, looking at tfie separate display screen corresponding to each player. 
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[0069] Moreover, although a target's mark pierced when each player shot the bullet fiom one were 
totaled and score calculation was performed in the example mentioned above, you may make it add 
a bonus point by piercing, after at least two targets have lapped. That is, since a high score which is 
not obtained only by aiming at each target by adding the mark for every target and adding a bonus 
point to this further is obtained, when a round progresses, it can consider as the content of a game in 
which the inversion from one is possible, and ****** of a game can be increased. 
[0070] Moreover, you may set the number of bullets which can discharge each player as one round 
possible [ two or more shot discharge ], without limiting to from 1. It is also possible to carry out a 
mark setup so that a high score may be obtained, and the direction of the player which waited for a 
target to lap and pierced this target rather than the shot player even if it was such a case prepares 
variolas kinds of score pattems, and can also give change to a game. 

[0071] Moreover, although the move speed of the target for every level was similarly set up about 
all targets in the example mentioned above as shown in drawing 5 , you may make it set up move 
speed which is different for every target about each level. Since it is in the inclination which the 
timing with which all targets lap stops being able to expect easily when two or more targets from 
whom move speed differs generally exist, it almost becomes difficulty to pierce each [ these ] target 
simultaneously, and ****** of a game can be increased further. 

[0072] Moreover, although each gun 10-1 and the thing which fixes 10-2 to housing 100 were 
******(ed) with the example in the aforementioned example, each [ these ] gun 10-1 and 10-2 can 
also be formed so that a player may have freely and can double collimation with a target. In this 
case, as the aforementioned sensor 14-1 and 14-2, the photo detector is prepared a gun 10-1 and 
near the barrel nose of cam of 10-2, and when a trigger 12-1 and 12-2 are operated, the flash plate 
of the display 52 is carried out for a moment. In order that the photo detector as a sensor 14 may 
detect the light from the direction which the muzzle turned to by doing in this way, based on the 
detection timing of a photo sensor, the raster scan position of a flash plate screen is pinpointed, and 
it becomes possible from this raster scan position to detect an impact position. 
[0073] 

[Effect of the Invention] Since it can pierce simultaneously making target practice hit the target of 
these plurality simultaneously, i.e., two or more targets, according to this invention even when two 
or more targets overlap, as explained above. Since the case where two or more targets which 
overlapped [ others / in the case of hitting each independent target ] are hit simultaneously is added 
and the difficulty of a variation or a game also increases, it is effective in the ability to obtain the 
shooting game equipment of the interesting content of a game which was rich in change. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the E>rawings] 

FDrawing 11 It is drawing showing the composition of the shooting game equipment of one example. 
ri>rawing 21 It is the perspective diagram showing the appearance of the shooting game equipment 
of this example containing the player input section. 

[Drawing 31 It is drawing explaining the virtual physical relationship of a player and each target, 
and each target's priority. 

[Drawing 41 Drawing 4 (A) is drawing showing an example of the display screen of the display 
shown in drawing 1 , and drawing 4 (B) is explanatory drawing of each target's hit area. 
[Drawing 51 It is drawing showing a relation with the target displayed into the level set up at the 
time of a game start, and a game. 

[I>rawing 61 It is the prow chart view showing the operations sequence of this example. 

[Drawing 71 It is drawing showing an example of the display screen of the shooting game which 

establishes a crevice in some obstructions and aimed at other targets through this. 

[Description of Notationsi 

10-1, 10-2 Gun as the player input section 

20 Game Operation Part 

22 Target Setting Section 

22a Priority setting section 

24 Hit Judging Section 

26 Hit Area Setting Section 

28 Impact Position Operation Part 

50 Display-Control Section 

52 Display 
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